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uncountable days, two power- £y down for a truce...6ut 
ful WIZARDS have battled toh} not alf wizards are 60 
@ standszil/. ’ 


YOUR SPELL: 
ARE BROKEN, 
> ae RELENT, 
p : < 


YOUR SPELL 

TROVE, TOO, IS 
EMPTY, JAMIL. 
ARE YOU AFRAID 
THE BATTLE WILL 
END IN DEATH? 


IT THEN, 
BROTHER, 4. 


1 Sumrroned at the 


battles DAWNING... 
waiting for her 
chance to FIGHT... 
Jami! calls to her. 
The ONE CREATURE 
who can end 
this cease/ess due/-- 
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Senator. 


YOU HAVE SAVED 
ME ONCE AGHIN, 
CALIPHEAR, MY 

>>. BEAUTY. 
TO BATTLE 
1S LIFE FOR ME, 
WIZARD. é 


BUT 1 AM 
GONE FROM MY 
HOME TOO 
LONG, 


"YOU ARE 
UNSUMMONEP. 


HOME... 
I SHALL NEED TO 
BE BATHETC... 
BRUSHED AND 
GROOMED, 
ITS TOO BAD M 
ATTENCANTS 
WILL BE TOO OVERCOME 
WITH JOY AT MY 
RETURN TO BE... 
EFFICIENT. 


WEAK-WILLED 
THINGS. 


Ma a Oe Lem 
The year is 123] on the world 
Roof DOMINARIA, by the reck- 
orirg of the Sages of Atinorad. 


WHAT 16 THUS? Azy 


The SALT MARSHES, 
sez within the murky 


Mzwilight between the nations 


of CASINDRAL ard 
GOLTHONOR, in the Jand 
) know as CORONDOR. 


ut e 
is who/ly there, 
» Caliphear can SMELL... 
can HEAR...can TASLE. 
that all is NOT right. 
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i 
THE SWAMP BRUSH © CHATTEL! I SHALL 
1S PYING...MY LAIR MAN-WHAIP 
LEFT WTENDED! THE BEASTS! 
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Contests, Artist and Designe 
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THAT SETS 
THEM To 


pFLIGHT! ¥ 


AY j 


THIS CLOSE TO 
THE LAIR. WHAT PSct 
MAKES THEM SO pa N 


VERMIN... 
BAH! STAND 
BEHINOE ME, 

LACONIA. 


NO DRAGON TH/S-- y/: / The Nightmare holds 
ITS A CREATURE OF THE GF BV SF Z back nothing, hurting |) 
(3LES-- AN AZURE DRAKE, y; iy We f waves of terror at he : 

f writhing beast... 


A TASTE OF 
MY WRATH FoR 
YOL To, 
LACONIA? : 


QUESTION ME 
AGAIN AND YOU 


SHALL HAVE MLICH } 


MORE THAN 
A TASTE, 


IN YOLIR ABSENCE, 
MISTRESS, AN EVIL 
SORCERY BEFELL LIS. 


THE SWAMP'S RICH 
DECAY BREEDS 
LIFE HERE-- 


“THEN AN ARMY OF 
BEINGS--SLINE DALE 


CALLED THE. 


GO, LACONIA, 
TO THE CONCEALED 
FAPLPOCK, YOU 

WILL BE SAFE 

THERE TILL MY 

RETURN. 


MISTRESS, 
WAIT.’ \NHERE 
WILL YOU 
BE.= 


| “THOSE WHO SHOULD 
FEAR | a HAVE NN 


“THE FROZEN 
SHADES WERE 


CLEANING 
MWY HOOVES 
mON THE 
OFFENDER'S 


"MY PRECIOUS 
MARSHLANDS-- 
DESSICATEL, 
STARVED FOR 


- CELIBERATELY," 
f re 


Y WATER SHOULD 
FLOW, BUT IT 1S 
HELD BACK BY 
AN WU1TS/IBLE 
vali 
AT ee 
d ae MAGIC OF 
The Corthipan (vet, my \ SECEPTION. fe 
where the Gol¢éhoror fi BS ary hy — eel 
Zorrent feeds the Great , = 
Salé Marshes. 


SOL’ KANAR'S 
HORNS. 


HERE, HUMAN, 4 Wy \ | NE 
o -- My em). ! FARM, IT IS 
TILL 1 RETURN-- |f = y Mic pens 
A WHO 6ERVE THE 
a 
WAY 


- . 


WITCHERY 
, ABOLIT 


IM IN WO 
MOOD, HUMAN-- 
TO YOUR AMEES! J 


WHAT? I AM 
ATTACKED! 


MAGICKS ARE 


YOUR OWN, 
NIGHTMARE, TURNED 

BACK LIPON 

YOURSELF. 


aye [ " J : : . tgR ri - en ai 
YEO ‘e WAS 
lye GL re VY sg A\\io— ee a) 


a” 


Y EYES-- 
THEY DECEIVE 
ME! 


“my HOME )_ SS EE: Dm 
MY LAte-- a Loc 
GESTROYED,.” 


"THE GLORIOUS 
DQEATH-CYCLE 
| |6 ENDED... THERE 
WILL BE 
NOTHING BUT 
CuUST!” 


“WAIT-- WHO 
16 TAG?” 


MY HOME, COLON, 
RESTS IN THE DRY 
PLAINS-- A PLACE OF 
HAPPINESS FOR 
HUMANS AWD 
CREATURES, 


BUT THE SAME 
EVIL THAT AFFLICTS 
YOUR HOME HAS 

COME TO MINE. 


BESIDES, 
WOULDN'T IT 


WHICH SHOULD FEED 

THE SALT MARSHES, 

FLOOP THE PLAINS 
SANOS 


THERE ARE RUMORS 
THAT A POWERFUL 
WIZARD \S AT LARGE-~- 
WE MUST BONE... 
AND PESTROY HIM. 


Shaikan 


‘ \ ay 3 Z 4 \ " y / 
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WHAT ™] ; 
y mY 6 


VOE CAIN UNIQUE 


FROM THIG7_. SOLIRCE OF 
POWER? ay Ypyittiey Zig 
” y , ty EY: ¢Yg 
> : 


e ¥, 
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ARE GAFE, AND THis )iiggiierremem alia : 
SCOURGE 16 FELLED.. A ren years << a ie 
- —~ iy FOR THE SAKE OF MY \ iia We 4, YOUR PECLILIAR 
TEN YEARS’ NWA PEOPLE, CALIPHEAR, |i A { BEAND OF SORCERY, 
SERVICE WILL NOT ONE Déy more | 77a MD yOu WOULD BE 
l OR LESS. \ DX THAT VOW. 
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1.How many comic books do.you buy? 
Specify Number Below: 
Per week Per month 
2.How Many Valiant comic books do you 
buy, each month? 


3.From which companies listed below do 
you buy at least two tiltles a,month? 


_IMarvel _ Malibu 
pal 11916 _! Topps 
_IDC Vertigo _IImage 
_Harris _! Valiant 
_IDark Horse _! Others: 


4.What other non-Valiant comics do you 
read regularly each month? 

(Name your three favorites in order of preference) 
1, 

2) 

3. on ir 
5.What is your favorite character in the 
Valiant Universe? 


6.Who is your favorite Valiant character 
that does not have his own title? 


7.How many years have you been read- 
ing and collecting comics? 
11-2 years 13-5 years _J6 or more years 
8.How often do visit comic book stores? 
_j Once a week or more _! Twice a month 
_!Once a month _I3 times or less per year 
9.Do you own or plan to own or to buy 
any of the following video game 


systems? 

Own: Plan To Buy: 
_I NES _| Sega CD 
_! Super NES _! Atari Jaguar 
_!Game Boy _I Sega 32X 
_I Genesis 1300 
_I Sega CD _! Philips CDi 
_j|Game Gear _J JVC X-EYE 
_ISega 32x _| Game Gear 
_t Atari Jaguar _| Genesis 
_13DO ___ Atari Lynx 
_|Philips CDi __I Super NES" 
_|JVG.X-EYE — 
_jAtari Lynx — 


_1Sony Playstation _ 


10.How many video games do you buy? 
none _I1-3per year 14-11 per year 

11.What if any type of video games do 

you play? 

_I Action/Adventure _] Role playing 


_I Sports _I Movie based 
_| Fighting _| Arcade based 
_| Shooting _| Comic based 
_| Driving _| Other: 


12.How often do you visit, video game 
arcades? 
_I1 time of les per month _I 2 times per month 
_I1-2 times a week 13-5 times per week 


13.How often do you rent video games? 
1 time or less per month J 2 times per month 
11-2 times a week ~ 13-5 times. per week 
14.How many computer games do you 
buy per month? 4 
_Inone  _I1-3 per year _13-5 times per week 
15. What,if any ES of PC games do you 
play? 
_! Action/Adventure _lRole playing 


_! Sports _! Movie based 
_| Fighting _| Arcade based 
_! Shooting _|Comic based 
_I Driving _ _t Other: 


16.Do you own or plan to buy any ofthe 
following computer items? 


Own: Plan to buy: 
_| Modem _ Modem 
_1 CD-ROM — _! CD-ROM 
PC Joystick _1 PC Joystick 
_! Soundeard _j Soundcard 
17.Do you buy trading cards? 
Yes | ,.-!No 


18.If yes, “what types of cards do you 
usually buy? 
- e orts 


: . Sports 


19.1f ue , how many packs do you buy? 
_!1-2 packs per month or less : 
_! 1-4 packs per week 

15 or more packs per week 


21.How Many CD’s ,Records, or Tapes do 
you buy? _ _ 

_t10 or more per month 

_!5-9 per month 

_! 1-4 per month or less 
22. Which of the following cable ser- 
vices do you get in your household? 


_I| Heavy Metal INE 

_I ESPN _| Fx 

_I] ESPN2 _| Cartoon Network 
_1TBS _| Pay Per View 

_I MTV _!| Sci Fi Channel 

_] Nickelodeon _I The Box 

_! HBO _ BET 


_! Other: (Please Specify) 

' 23.How many pairs of sneakers have you 
bought in the past year? 
1-2 pairs 13 or more 
24.Have you bought something through 

mail order/catalog in the past year? 

_ Yes _No 
25. If yes which of the following have 
you sent for? 

_IRecords/Tapes/CDs IT-Shirts/Shorts 


_IComics Trading Cards 
_!Video Games _! Music Videos 
_!Clothing _! Computer Software 


_!Computer Hardware 
_JOther: (Please Specify) 
26.What are your favorite sports? 


_| Basketball _JSoccer 

_! Football _ISkateboarding 

_! Baseball _j Roller Blading 

_! Hockey _ISnow Boarding 
_I Martial Arts Surfing 

_! Biking Skiing 


_! Other: (Please Specify) 

27. How often do you go to the movies? 
_ITwice aweek _!Once a week 
_!Twice a month _1Once a month 
_Once,a year _! Never 

28. How often do you rent movies? 
_ITwice a week _I Once a week 
Twice a month _! Once a month 
_1Once a year _! Never 


29.What types of movies do you watch? 


_J Sci-Fi _!| Comedy 
_! Horror _! Drama 
_! Action/Adventure 


30.How many people read each issue of 
your Valiant comics? 


31. What are your three favorite televi- 
sion shows? 

1. 

2 

3. 


32:Which of the following products do 


you use? 
_j Skin Preparation~ _| Deoderant 
_] Shampoo _! After-Shave/Cologne 


_| Gel or mousse 
33.What is your favorite candy? 


PLEASE GOMPLETE THIS.-SURVEY (IT’S 
OK TO PHOTOCOPY IT) AND MAIL IT 
TO US NO LATER THAN, JULY 31,1995... 
AND YOU’LL AUTOMICALLY BE ENTERED 
IN A DRAWING TO WIN A FREE PRIZE 


FOR JUST TELLING -US ABOUT . YOUR- 


SELF, OUR VALUED ACCLAIM COMICS 
READER. GRAND PRIZE...5 WINNERS WILL 
BE RANDOMLY SELECTED TO WIN 
ACCLAIM’S HOT NEW VIDEO GAME NBA- 
JAM TOURNAMENT EDITION. 


RUNNERS-UP...200 SURVEY ENTREES WILL RECEIVE 
A LIMITED EDITION, GOLD LOGO VALIANT COMIC 
BOOK. 


PLEASE MAIL SURVEY TO: 
WE WANT YOUR OPINION 
C/O ACCLAIM COMICS, INC. 
275 SEVENTH AVENUE 
NEW YORK, NY 10010 


NAME 
HOME ADDRESS. 

CITY. STATE 
PHONE NUMBER(_) 
DATE OF BIRTH™/ o/ 


ZIP. 


No purchase necessary. Drawing is open to anyone except 
employees of Acclaim Comics, Inc and _their..immediate 
families. One entry per person. Survey and entry form may 
be photo copied. Void where prohibited or restricted by law. 
All Federal, State and local laws apply. Entries become sole 
property of Acclaim Comics,In¢e and cannot be returned. 
No cash equivalent or substitute prize is offered. The prize 
will be awarded in the name of the winner and is not 
transferable. Offer void where prohibited, regulated, or 
restricted by law in a manner inconsistent with the purpose 
and rules hereof. Taxes, if any, are the sole responsibility of 
the prize winners. All entries must be received at contest 
headquarters no late than July 31, 1995. Winners will be 
selected in a random drawing conducted by Acclaim 
Comics, Inc on or about September 31st. Acclaim Comics, 
Inc is not responsible for lost, late, misdirected or mutilated 
entries. To receive a list of prize winners, available after 
November 31st, send a stamped,self-addressed envelope to 
We Want Your Opinion C/O Acclaim Comics, Ine 275 
Seventh Avenue New York; NY 10001 


THERE HAS BEEN 
GATTILE 
HERE, 


A RITUAL 
SACRIFICE? 


FINISH US IF YOU 
LUCE, NIGHTMARE-- 

WE'LL WOT GO DOWN 
WITHOUT 4 FIGHT.7 


> 


Ps 


YOU, THERE-- 
MARKED 
CLERIC / _, 


. SORCERER'S 
Han ARMY, TERRIBLE, 
Are | STRONG. TOO 
, HAPPENED, } ~ J) 


CAPTURED 
AND WE 
THIS me 
SHALL SEE IT 
BEAST... Quien 
FOR WHAT THE 
= OTHERS DID. , 
WAIT, 6PEAK, ; 
Be SAMRED, SPEAK ROAST 
BE SPARED, SPEAK | 
THE WIZARDS AME. : Me ON THE 
WHOM DO YOU \ AIRE, LLL 
SERVE? 


Sy COLDRAITH ' 
Oy OF GOLTHONOR, 
I sezve THE ff 


i vy 


WHAT, PRAY 
TELL, DOES THIS 
DEVOURING DEEP 
TRULY FEAR? 


y CALIPHEAR oom 


CREATURES 
FAIN 

BRINGS YOLI 

. \ PLEASURE! 


tT AM N 
NWIGHTMARE-- 
IT |S IN MY 

NATURE. 


“iE 
Stoll y ’ fie ororoue pur ° 
IT FRIGHTENS r | 

BECAUSE 


YOU FIND IT 


60 UGLY, 
HUMAN? ag 


Weslern Golthonor. , 
Cosdratth’s Keep. 


COLDRAITH HAS THE 
POWER TO B/ND A 
FLYING BEAST TO THE 


HE ALSO POSSESSES 
ALUTOMATONS, CONSTRUCTS 
MMMLUNE TO YOUR POWERS, |W 

CALIPHEAR-THE-NIGHTMARE, 7 fam 


YOU LEAVE 
THE CHOICE 
TO ME? 
4 SHOULD [ BE 
, TOLICHED? 


. 2 


SARCASM | f 
WILL GET YOU a pd nates ue 
NOWHERE. ye me 77 DOWEES. es 
mrs y =. _ “f/ FOR MOWTHS, THE 
eal eZ LAGT OF OUR ARMIES 
= HAVE LAIP S/EGE TO 

HIS KEEP-- AND HE 
BARELY SHRUGS! WE 


7 COLDRAITH TAKES AD- 
VANTAGE OF THE CHAOS . LACK FOR A CHAMPION ! 


_ IN STONEHAVEN-- HE'S HALTED 
WE HAVE 60M THE GOLTHONOR TORRENT, 
LEARNED YOUR CUTTING OFF A RINER IWVASION 
S$TORY-- AND BY RAVIPEL, AND HOARDING THE 
ape coe s WATER FOR HIMSELF / 
OF COLONI-- / GE , leit 
1S OURS, TOO. 


WAIT NO MORE, 
HEALER. YOU'VE 
FOUND TWO. 


I WILL CALL 
THE ATTACK. 
BUT REMEMBER-- 

THE WIZARP 
I6 OURS, 


DIDN’T YOu 
HEAR THE HEALER? 
THE WIZARD HAS A 


BINPING POWER-- HE WILL CAST 


IT ON YOU, AND 
THEN IT WILL BE 
'\ 46ELESS. 


WHY WOLIL? 
HE BIND ME? 
1 DONOT FLY/ 


) « CALIPH he! 


SPELLSOLURE, 
DO YOU BELIEVE 
THIS? YET ANOTHER 
FOOL FLIES over 

THE WALLS! 


PLOWSHARES/ 


HEALER, 
BREACH THE 
WALL --NOW! 


L MUST HAVE 
BOUNP A 
POZEN WINGED 
ENEMIES IN THE 
PAST FIVE 
DAY4.., 


7 ..WILL THEY 


NEVER 
GIVE UP? 


THAT WAS YOUR 
LAST EARTHBIND, 
SIRE, SHALL 1 
SEND FORTH THE 
BRASS MEN? 


CREATURE... 
VOES NOT 
FLY, 


1 TRUST YOU 
ENJOYED YOUR 

) FLYING 

LESSON. 


WHAT HAPPENS 
HERE ? MY OWN 
SPELLS COME 


BACK AT ME. 


HE'S 
SHIELDED, \ 
SIRE. BY WHAT, | 
T CANNOT TELL. J 


wi. 
f QUICKLY, THEN. 


SOMETHING TO 
BREAK ANY 
ANP ALL 
ENCHANTMENTS, 


60--THEY VE 


L FINALLY 
SUMMONED THE 


“YOU ARE WITHOUT YOUR 
PROTECTION, KHUMAN-- 
YOU'VE LITTLE REASON 
TO BEAR THAT STUPIZ ORIN,” 


REASON 
ENOUGH, 
COLDRAITH, 


INDEEV You 
HAVE RELEAGED 
ME OF ALL MY 
ENCHANTMENTS. 


COCLING, 


WELL, 


Sa 
SH 
x2 
&. 
4 
Sz 
85 
a ae 
24 
et 


\ ? 

Iw et 
 s 
BS A 
A 


WALKER OF THE 


LOOSED A 


IT WOULD 
f SEEM I HAVE 


PLANES... 


--NO BARGAIN 
CAN BRING BACK 
LIVES/ 


COUNTLESS 


V 
aK 


COLVRAITH-- 


AGAINST OUR LAMBS, 


YOU HAVE VEALT 
UNTOLP EVIL 


I CREATING SOULLESS 
THINGS OF /RON AND 


RON NG \ ( 
H “TAKING APVANTAGE OF 
STONEHAVEN'S WAR AN 


“£ WOULD 
DESTROY YOU 
W HT. 


Me 
EARTHBINE... 
WASTED ON THE 
PLANESWALKER! 


I-I'VE 
NOTHING -- 


The following morn. 


f/ COLDRAITH 16 

PEA 
PLANESWALKER 
--HI6 ARMY 
PEFEATED. 


VO YOUR 
WHHL, ALTAIR. 
TAKE 
VENGEANCE 
UPON ME. 6 


TREATED 
yOu /22-- 
But I AAW 

WHAT f AM. 


I AM WOT 
h AFRAIV OF YOU 


THE WIZARD'S 


SPELLS ARE BROKEN. Y GRATEFUL 


THE WATERS FETURN 
TO THE MARSHES... 
AND RECEPE FROM 
THE PLAINS. 


AS Qe 


WE ARE 


‘, 


"4 


PROMISE 
Ig 4a 
PROMISE, 


WELL. THEN WE 
HAV BEST BE he/THE SWAMPS NEE? 
STARTING HOME. F | REBLILPING... AND 
IVE NOT BEEN 
GROOMED 


YOU WILL 
$EE TO THAT, 
YES se 


“TEN YEARS PASS QUICKLY, 
IR OF COLONI. WHAT THEN, 
PLANESWALKER? 


NIGHTMARE 


“The Nightmare arises from 
its lair in the swamps. As the 
poisoned land spreads, so does 
the Nightmare's rage and terri- 
fying strength. ” 

Welcome, one andall, to 
our first Magic: The 
Gathering special issue... 
elite e ls ROP those of you 
who are familiar with the 
Magic: The Gathering trad- 
ing card game, you already 
know that the Nightmare is 
one of the more powerful 
creatures in the game. No 
"black" deck would be com- 
plete without one. For those 
of you not in the know, let 
me try to explain. 

Magic: The Gathering is 
the nation's hottest trading 
card game. The game itself 
simulates a dramatic fantasy 
duel between two players 
who represent the most 
powerful magicians in the 
fantastic universe of 
Dominia. Both players por- 
tray “Planeswalkers,” who 
take turns casting spells that 
will both defend their 
ground and defeat their 
opponent. 

Dominia’s myriad lands pro- 
duce five different-colored 
mana (black, blue, red, white, 
& green), which is the 
power source for Dominia’s 
magic. Spells differ in their 


casting cost and power, and 
certain Aes have oe little 


Armada's 


A player can customize his 
or her deck based on which 
strategy he or she wishes to 
employ. One might wish to 
utilize a  creature-based 
attack and load up with 
green spells. Another might 
like a more direct damage 
deck and use more red 
magic. Players who favor 
manipulative and deceptive 
game play can use blue 
magic to frustrate oppo- 
nents, while white magic can 
be used for defense and 
balanced attacking. The 
black magic, a popular 
choice, is the magic of death 
and decay—not for the 
squeamish! 

Now, just because this is a 
one-shot, doesn't mean that 
we don't want letters. Quite 
the contrary! We want what- 
ever input you have to give 
about this book and all the 
books in the Magic: The 
Gathering series. 

As an incentive, the writer 
of the best letter for 
Nightmare = =. 
jie Magic: 9 the 
Gathering—Wayfarer #1 
signed by the creative team 
of Jeff Gomez, Val Mayerik, 
Rick Bryant and = Mark 
Csaszar! —.:« Continues 
the adventures of jared 
Carthalion, whom we met in 

flagship | 
he 


_ first person to correctly pin- 


title, . Melissa fay done a number | 


and Anibal io 
drawn in the Armada 
Editor, jeff Gomez, and 
yours truly, Jeof Vita. The 


point our location will | 
receive a signed copy of this. 
very issue. Peel those Re 
balls and start. searching! _ 


HILARY BADER 
Nightmare’s Hilary 
Bader comes to us from the 
deepest reaches of space! 
Hilary's work has been seen 
most recently on Star Trek: © 
Voyager and Star Trek: Deep 
Space Nine where she has — 
written several stories for 
the acclaimed TV series. 
Nightmare |. 
foray into comics but 
already, she's been bitten by 
the comic bug. “Doing the 
comic was so different and 
so challenging!” says Bader, 
“I was so used to working in 
TV mode that, at first, it was 
frustrating, but with the help 
from Wizards of the Coast — 
and Jeff Gomez, | got the 
hang of it. | want to do more 
if Armada will have me!” 
We'll let our loyal readers be 
the judge. ; 


MELISSA BEN ou es 
The stunning cover on this. 
issue was supplied to us by 
the original Nightmare — 
designer, Melissa Benson. | 


Stratford, ve 06497 e 


Magic Prints: $25. 00 each 


or four for $80.00. Add 
$5.00 for shipping. 

These prints are all 8.5" x 
11" printed on 60# bright 
white acid-free stock, with 
an aqueous coating for a 
matte finish and to help pro- 
tect the piece. This coating 
will not yellow over time as 
traditional varnish coatings 
do. The print run is 250 
pieces at least (300 at most) 
of the listed titles, signed 
and numbered. 

From The = Gathering: 
Nightmare, Shivan Dragon, 
and Mesa Pegasus; from 
Legends: Cat Warriors, 
Ragnar, and Forethought 


Amulet; and from jJyhad: 


Animalism 
McDonnell. 


SN LEE ies 

Nightmare... 7 
Anthony Castril 
the Armada. 


and. Quinton 


pele ae books dor: ne) 


long, this was a refreshing 


change. And anyone who’s 
familiar with what I've done 
before will see what | mean." 


CURE GE CL Ba AG bias 
The task of fleshing out 
Anthony's lines went to 


~ Anibal Rodriguez. 

a's work has been seen 
‘the Valiant universe, 

cently in Magnus, 

ghter. The pairing 
al and Anthony 
e quite a power- 
mbination, as evi- 
1d by this book. "I real- 
fal to make this book 
id out and do my best 
k, says. Anibal, adding, 
"there was an overall vision 
r this book from the very 


_ beginning. Anthony, Mark 
and | worked together to see 
it through." 


MARK COASZAR 
Mark Csaszar has quickly 
become a _ Magic: The 
Gathering comics veteran, 
having added his own brand 
of hand-painted color to sev- 
eral Magic titles to date. 


Mark's work can be seen 
cv The Shadow. Mage, 

Nightmare, and the upcom- 
| Magic: The Gathering— 
- miniseries. Mark is 
also contributing a fully 
painted _ piece . for 
Convecations—A Magic: The 
Gathering Gallery 0) \(2)).71)) 
premiere in September. 
"Working on the Magic titles 
has been a handful, but I've 
really put heart and soul into 
it," says Mark. "| appreciate 
moving away from the 
superhero stuff, and into 
more atmospheric coloring, 
where | can set the mood. | 
also get to contribute a lot 
to these books creatively, 
and may editors have really 
allowed me to showcase the 
power of hand coloring in 
comics, The great talent on 
the books definitely helps!” 

rm tlie 


Hello, planeswalkers! The job 
of this column is to give you an 
official play-by-play of the 
story in this comic in terms of 
the rules of the Magic: The 
Gathering trading card game. 
Nightmares are creatures 
whose very power comes from 
the swamps that they inhabit. 
In game terms, the more 
swamps in play, ‘the stronger 
the Nightmare is. But what 
happens when the very land 
begins to die around them? 
That's what this issue has been 
all about. 

We open the book smack dab 
in the middle of a battle 
between two awesome look- 
ing wizards. The battle has 
apparently been raging for a 
number of days and both wiz- 
ards seem just about spent. 
However, the wizard Jamil has 
held onto an ace up his sleeve 
and summons. a final defend- 
er—the ....__-, Caliphear! 
With very little to protect him- 
self in terms of flying creatures, 
the wizard Nevar quickly falls 
before the might of the dark 
steed. Once the battle has 
been decided, Caliphear goes 
to Jamil to be unsummoned, 
thus returning her to her home 
in the Salt Marshes. 

Once home, Caliphear imme- 
diately notices that something 
is wrong. That fits in perfectly 
with the spirit of the card. 
Since the very swamp is dying, 
the Nightmare can_ instantly 
feel herself weakening. In a 
duel, if your opponent system- 
atically destroys your swamps, 
then your Nightmare grows 
increasingly 
swamps, no Nightmare cs 
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weaker. No 


After trouncing the Drake, 
Laconia updates Caliphear on 
the happenings in the swamp. 
Caliphear discovers that her 
home was raided, and an 
enchantment was placed on 
the swamp. The enchantment 
is an interpretation of the 
Phantasmal Terrain 
which can change any one 
basic land into any other. In 
this case, the swamps are 
being “changed” to make way 
for Coldraith. Caliphear is also 
told of the battle that took 
place between the 
Dryads=.__-: Frozen Shades’ 
The Dryads are 1/1 green crea- 
tures, while the Shades are 0/1 
with the ability to increase 
their strength, depending on 
how much Black mana you 
pump into it. In this battle, 
since the swamps are decreas- 
ing, there wouldn't be enough 
Black mana to pump up all the 
Shades. Thus, the Dryads gain 
the upper hand. 

After going on reconnais- 
sance, Caliphear encounters 
Altair of Coloni, a human who 
has many secrets of his own. 
Caliphear's first reaction is to 
stomp on poor Altair. However, 
Altair is protected by some 
enchantment that not only 
hides his identity as a 
planeswalker, but also protects 
him from Caliphear's attack. 

These exact spells aren't 
mentioned, and neither is the 
being that placed the enchant- 
ment on him. Can you figure 
them out? Here's a hint: Altair 
was present at a pivotal sum- 
mit held a long time ago in 


‘Minorad. Upcoming issues of 
_ Magic: 


Gathering 


Caliphear | reveal 
fear in the visage o Merfol 
...., The Devouring Dee 
is a blue creature that has the © 
special ability of Islandwalking. _ 
That means that if the oppo- 
nent controls any islands, then 
the Deep cannot be blocked, 
The Merfolk Assassin has a fast 
effect ability to bury any crea- 
ture that has 1) 0.)'F\). Think 
about it. 

From. there, Altair and 
Caliphear take on the wizard 
Coldraith at his fortress. The 
fortress is surrounded by a 
cl WallofBrambles «| 
to get over the wall, Caliphear 
catapults Altair over the wall. 
The waiting Coldraith reacts 
rashly and—initially believing 
Altair to be a flying creature— 
castsan ..—.-—s on- him. The 
spell, of course is wasted, That 
allows Caliphear to fly over 
with no threat from Coldraith! 

Once down, Altair casts 
Swords to Plowshares 
wall, removing it entirely. As 
Caliphear flies overhead, the — 
Samite Healer = 
up against the»... .. army 
of Coldraith. With his back to 
the wall, Coldraith casts — 
Tranquillity removing all — 
enchantments in play. That's 
enough to free Altair from 
whatever spells have Lge 
binding him, and he | 
revealed to be a might 
planeswalker. 

Without a spell that can_ 
caboeabte a Nightmare, or crea 
tures that can block flying crea- _ 
tures, Coldraith is more than © 
Sie) to the Sakae 


cross the multiverse of Rabiah, 
ie origin of one of Dominia’s 
laneswalkers. What do you 
Ou’'re a magician who real- 
aspects of yourself live on _ 
planes of existence? Taysir 
llow a path he’s neither 
lling to tread. 
< now undergo the hor- 
murder and betrayal before 
his goal of becoming an 
/ planeswalker. Magic: 
ig players familiar with the 


onflict escalates, as the rift 

_Urza and Mishra widens 

repair. Now. merchants, 

th and power stretch 

d of Terisiare, the necro- 

brothers use their status to 
irmies against one another. 

feuding, the seeds of fina 

e laid, as Mishra strikes a 


g 
exchange for the magic of 


spicted in Wizards of the 


expansion card deck. 


orld of Dominaria, the quest 


C rule guru Shawn Carnes’ 
r Analysis column supplies 
Going Green” with your 
“The Gathering game duels. 
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